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Warning: Please carefully read the consumer information and precautions. 
booklet included with this product before using your Nintendo Hardware 
System, Game Pak or Accessory. 


Official 


Nintendo 


Seal of Quality 


This official seal is your assurance that 
Nintendo has reviewed this product 
and it has met our standards for excel- 
lence in workmanship, reliability and 
entertainment value. Always look for this 
seal when buying games and accessories to ensure com- 
plete compatibility with Nintendo product. 


All Nintendo products are licensed by sales for use with 
other authorized products bearing the Official Nintendo 
Seal Of Quality TM 


Thank you for selecting Kirby's Avalanche™* for your 
Super Nintendo Entertainment System®. Please read the 
following instructions thoroughly to ensure the proper 
handling and use of your new game. Please save this man- 
ual for future reference. 
IIS PRODUCT HAS BEEN RATED BY THE 
ENTERTAINMENT SOFTWARE RATING 


BOARD. FOR INFORMATION ABOUT THE 
ESRB RATING, OR TO COMMENT ABOUT 


|THE APPROPRIATENESS OF THE RATING, 
PLEASE CONTACT THE ESRB AT 1-800- 
771-3772. 


* © 1995Nintendo COMPILE/BANPRESTO 
© 1995 HAL.LABORATORY/NINTENDO 
™&@® ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 
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irney, two Dream Lafiders happen to 
eet, they must challenge each other to an 
Avalanche match. Only the winner of the 
match may continue onward towards the 
Dream Fountain. In this way, the number 
of competitors will be whittled down toa 
manageable size before the final action at 
the Dream Fountain. 


Can you help guide Kirby through the 
competition so he arrives successfully at 
the Dream Fountain? Can he rise above 
the grizzled veterans and achieve his 
dream of becoming the reigning champion? 
His fate is in your hands! 


the Avalanche 


Insert the Kirby's Avalanche game pak into your Super 
Nintendo Entertainment System and switch the power to 
the ON position, The title screen will then appear. 


To begin playing immediately, press the START Button on 


your controller. 


If you wish to watch an instructional demonstration on 
how to play the game, do not press START, and simply 
kick back and watch. 


Note: Your Controller may be plugged into either port for 
this game. 


| *Control Pad: Move Blobs 
| Switch menu selections 
Alter Options 


SELECT Button: 
Activate menu 
selection 


START Button: 
Start the Game, 


xX. 


Pause or Unpause 5 
Button: 
Activate 
agn dtr menu selec- 
EB. T tion 
f: B Button: ^ y^ 
the Blob co r- 
Flgckwiss/ J- 
/ Aor Y 
A. pA Button: 
- Flip the 
Blob 
X Button: clockwise 


Activate menu 
selection 


Note: Any Button pressed activates the current menu selection 


Competition 
IP vs. 2P 
Practice 
Options 


On the Game Modes 


menu screen, you are SELECT A MODE 
given four different choic- o COMPETITION 
es to choose from. Use 
the T and arroys on 
the +Control Pad to select 
the desired Mode and 
then press any Button to 


the I-player game, in which the player helps guide 
Kirby to his ultimate dream of winning the Dream 
Fountain Cup. 


Selecting Competition brings up a stage select screen. 
Depending on your skill level, you m 
with the Training levels, Level 1 or Level 4. Choose a level 
by using the € and > arrows on the «Control Pad, and 
then press any Button. 


/ choose to start off 


Each level begins with a 
Boss introduction sereen 
in which a picture of the 
Boss is shown and a voice 
states the Boss's name. 


This is followed by a con- 
versation screen in which 
Kirby and the Boss get 
acquainted. 


IP Vs. 2P 
This is the 2-player game, which is simply a one-on-one 
Avalanche showdown. 


Selecting 1P Vs. 2P brings up the level select screen, Each 
player may choose their own level depending on their con- 
fidence in their Avalanche skills. The difficulty levels are 
delineated by both the jalapeno pepper and the corre- 
sponding number. The levels are as follows; Mild (41), 
Medium (#2), Spicy (#3), Hot (#4) and Cajun (#5). 
Needless to say, the hotter the jalapeno, the more chal- 
lenging the level. 


Once both players have selected a level, the game begins. 


Practice 

This is the practice mode. You may practice alone or with 
a friend. In this mode, the Avalanches are turned off, 
which means that regardless of how well or poorly you 
play, you can not affect your partner's screen. 
Competition is not a factor, 


In the practice mode, each player has the option of setting 
their own difficulty level. The choices are similar to that 
of the 2-player game. Mild (#1) is easy, Spicy (#3) is inter- 
mediate and Cajun (#5) is hard. 


Once a player selects a difficulty level, the practice session 
begins. 


The Options are covered on page 18. 


€ 


The screen is divided into three major areas: 


Player one's playing field 
Player two's playing field 
The central informational area 


The two playing fields are 
identical. The left playing 
field is controlled by con- 
troller one, the right by 

controller two, In this 

way, you may play a l-play 
er game on either playing 


field 


In the playing fields, the Blobs appear in pairs at the top, 
and they are maneuvered as they free fall towards the bot 


tom of the screen 


The Blobs all appear 
through a chute at the top 
of the playing field, and if 
the chute becomes 

blocked, that player's 


game is over. 
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When playing the Competition mode, the only difference 
between the Boss's playing field and the player's is that the 


Boss appears in a window in its playing area. The Boss will 


not be shown if the “Face” Option has been turned “OF! 
(see Options, page 18), 


The Central Informational 
Area displays the following 
information, from top to 
bottom: 


The NEXT piece to fall 
An abbreviation of the 
character's name. 

The current Stage number 

Kirby's Box Seat, from which he tries to cheer you on to 


victory! 
The players' scores are displayed at the very bottom of 
the playing field. 


In the I-player game, the player is always identified as 


"Kirby." 
e 


Or Bross Ano BOULDERS 


Blobs always appear in pairs. Sometimes the Blobs will be 
the same color, and sometimes they will be different col- 
ors. (Check your 
XI box to clue 
in on what will be 
the next pair to 
fall into the play 
ing field.) 


Phe first of the 
pair to appear on 
the screen will be 


the dominant onc. 
The dominant one can be identified by its flashing white 


edge. When you spin the pair of Blobs, the dominant one 


will maintain its position while the other Blob will revolve 
around it like a satellite. 


The Blobs come in five glorious col- 
ors. Anytime two or more Blobs of 
the same color end their moves 
adjacent to each other (either hori- 
zontally or vertically), they glom 
together. If four or more of one color 
glom together into a single group, they 
explode and disappear. 
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Boulders are obstacles 

that clog up the playing 
fields. They do not act like 
Blobs, and can only be elim- 
inated when Blobs adjacent 


to them are exploded. 


Boulders are produced 
mounts of Blobs are 


when larg, 
made to explode with the drop 
of a single pair. 


Moments before these Boulders avalanche down upon the 
playing field and disrupt normal play, the Boulders appear 
above the playing field in the form of Boulder warning 

icons (SEE Page 17) 
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STRATEGIES | 


The key to the game is to product as many Boulders 
possible, so as to bury your opponent in à flurry of 

avalanches, It is pos by simply 
exploding Sifiglegneups of Blobs, but the most Futhless 
and effic 


use of the Chain Reaction. 


ible to produce Boulde 


A Chain Reaction is the exploding of multiple groups of 


Blobs, one after another, triggered by the drop of a single 


pair. 

The key to this is understanding that when a group of 
Blobs form and explode, they disappear and any Blobs 
and Boulders that 
were piled on top off 
them then fall down 
to fillbin.theniewly 
created space. 
Hence, the manner 
in which you stack 
the Blobs directly 
affects whether or 
not chain reactions 
wilboccur. Here is 
one example of 
building up for a chain reaction: ] 


Note that the pile on the far right is made up of Blobs the 


player deemed unusable. 
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"nt means of producing Boulders is through the 


When youjsuccessfully make à chain reaction you will hea 
a voice callout. These voices/serve as both a reward for 
good play and a warning to your opponent, If you manage 
to pull off multiple chain reáctions, you will hear a series 
of different voices, one for @ach chain.reaction created, 


The following are some examples of chain reactions: 


1 Chain Reaction 


Keep in mind that the more chain reactions you produce, 
the more Boulders will avalanche down on your oppo- 
nent 

As you become a'SKilled player, yoUwill find it possible 
to generate large numbers of chain reactions. Sometimes 
they will even occur by accident! 

Always remember to move quickly, otherwise you may 
find your beautifully prepared stacks of Blobs hopele 
buried underneath Boulders. 
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Just before an avalanch des down upon you or your 
opponent, Boulder wi icons will appear above the 
playing field. There are 3 types of warning icons, 
representing d ent numbers of incoming Boulde 


NORMAL 

1P 2P 1 GAME MATCH 
oN 
BACK 


Sampling: Turns the Avalanche voices ON or OFF. 


Face: Changes the placement of the Boss 
the I-player game. Choose between 
"Off." 


picture in 
"Front", "Back" and 


Key Assignment: Customizes the game controls for both 
or either of the controllers. € and > alter the current 
Button's function. T and & cycle through the Buttons. 
Pr START to access or exit this option. 


Input Test: Use this to test your controllers. When you 
press any Button or any direction on the +Control Pad, it 
will change the corresponding button on the screen from 
a green "OFF" to a white "ON." Press START to acc: 
this option. Hold down both the L and R Buttons to exit. 


Custom: Check out all the sound effects and voices in 
the game. Switch the audio between "Stereo" and "Mono." 
Turn the Boss Character's Sweat from “ON” to “OFF.” 
Place the Boss's face HIGH, LOW or in the MIDDLE of 


the screen. 
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The Cast of Characters 


Kirby, our hero from Dream Land, is represented by the 
player. 
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WabpL.E Dee 

A sniveling little whiner, you will find 
Waddle Dee to be the easiest of the 
bosses to defeat. 


Bronto Burt 


A full time bully who needs to be 
taught a lesson or two. Luckily, he is 


not a good Avalanche player. 


WabolkE Doo 


Waddle Dee's first cousin, this 
cyclops lacks perspective, seeing 


everything in only two dimensions. 


Poppy Bros. Sn. 
This Happy“ y, bomb-slinging 
boss is your first real Avalanche 
challenge. 
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Wulser Woops 


A contemplative, age-old enemy of 
Kirby, Whispy Woods will prove-to-be 
the mightiest oak you have ever 


encountered 


Kasu 


abu, the immovable object, will 


attempt to block Kirby, the irresistible 


force. 


Broom HATTER 


This pesky, little character will-try to 
sweep you right off the path to the 
Dream Fountain Cup. 


Sauisur 


An eight-tentacled boss who is the mas- 


ter of meddling, Squishy is also quite 
an accomplished Avalanche player. 


> % 6 
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LOLOLO AND LALALA 
What a ting pai 
Bury their parade in 

Boulders as early and 


us 


often as possible. 


Buczzv 


Don't let the overly aggressive Bugzzy 
intimidate you. 


Paint ROLLER 


Don't let this boss paint you into a 
corner, Once he’s got you down, 
there will be no € 


Heavy Mor 


A sneaky, underhanded underworld 
figure, Heavy Mole will hit you when 
you least expect it. 
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Mr. SHINE AND Mn. BRIGHT 


Another deadly duo. Don’t 
let down your gua: 
account of their frie 
sounding names! 


lon 
ndly 


Kaacko 


If you thought Thor was the God of 
"Thunder, this boss will change your 
mind in a hurry. 


METAKNIGHT 


Chivalrous to the last, Metaknight is an 
all but unbeatable Avalanche player. 


y's Book is the #1 
Avalanche player in Dream Land. 
You will need to focus all of your 
Avalanche skills to beat this 
character. 


WARNING 


CAUTION: This Nintendo game Is not designed for use with any une 
thorized copying device. Use of any such device will invalidate your 
Nintendo product warranty. Nintendo (and/or any Nintendo licensee or 
distributor) is not responsible for any damage or loss caused by the 
use of any such device, If use of such device causes your game to 
stop operating, disconnect the device carefully to avoid damage and 


resume normal game play. If your game ceases to operate and you 


have no device attached to it, please contact your local authorized 


Nintendo distributor 


The contents of this Caution do not interfere with your statutory 


rights. 


WARNING: Copying of any Nintendo game is illegal and is strictly pro- 
hibited by domestic and international copyright laws. “Back-up” or 
archival” copies are not authorized and are not necessary to protect 


your soft olators will be prosecuted 


This manual and other printed matter accompanying this game are 


also protected by domestic and international copyright laws 


The rental of this game without permission of Nintendo or its 


licensees is strictly prohibite 


For further information or assistance, please contact: 
Nintendo Consumer Assistance Hotlir 
1-800-255-3700 (U.S. and Canada) 


Or your local authorized Nintendo distributor. 


Warranty and Service Information 


3:MONTH LIMITED WARRANTY (For Hardware, Game Paks & Accessories) 


Ninte 


e product (hardware, game paks and 


'essories) shall be free from de 


n material and workmanship for a pe 


of three (3) mont 


from the date 


this warranty occurs during this three (3) month warranty pe 


replace the defective product or component part, at its option, free of charge 


TIONAL 3 MONTH LIMITED WARRANTY (Hardware Only 


tendo warrants to the original purchaser that the hardware product shall be free from 


fect covered by this warranty occurs during this additional 


defects in material and 


kmanship for an additional three (3) months be 


3month warranty period, Nintendo will repair the defec 


'oduct or component free of charge. The original purchaser Is entitied to this ade 


nal 3-month limit 


to the hardware packaging when sold) is 


nptly after the date of purcha, 


Yiginal purchaser's retailer. 


NTY SERVICE OR REPAIR, 


RVICE AFTER EXPIRATION OF WARRANTY 


You may need only si 


le inst 


ons to correct any 


blems with your product. Call t 


ner Assistance 


t, Pacific Time 


Hotline at 1800:255:3700 rather than going to your retailer, Hours of operation are 4 a.m. to Midni 


ay - Saturday, and 6 a.m. to 7 p.m., Pacific Time, on Sundays (times subj 


fed over the telephone, you will be referred to the nearest NINTENDO AUTHOR 


ZED REPAIR CENTER "^ or you 


Ted express factory service through 


intendo, You also may refer to your yellow pages directory under 


leading of Video Games - Service & Repair for the nearest authorized service location. In some instances, it may be 


FOR LOSS OR DAMAGE, to the 


vecessary for you to ship the complete product, FREIGHT PREPAID AND INSURED 


WARRANTY LIMITATIONS 


THIS WARRANTY SH 


NOT APPLY IF THIS PRODUCT: (a) I USED WITH PRODUCTS NOT SOLD OR LICE! 
INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCE 

WER SUPPLY DEVICES); (b) IS USED FOR C 
TAMPERED WITH; (c) IS DAMAGED BY NEGLIGEN 
LATED TO DEFECTIVE MATERIALS OR WORKMAN 
REMOVED. 


ED BY 
MENT DEVICES, ADAPTERS, AND 


IMMERCIAL PURPOSES (INCLUDING RENTAL) OR IS MODIFIED OR 
E, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRE 
HIP: OR (d) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR 


ANY APPLICABI 


IMPLIED WARRANTIES, INCLUDING WARRANTIES OF 
TICULAR PURPOSE, ARE HEREBY LIMITED IN TO THE WARRANTY PERIODS DESI HS 
OR 6 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL 
IESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDEN: 
TAL DAMAGES, SO THE 


MERCHANTABILITY AND FITNESS FOR A PAR 


DURATION 


D ABOVE (3 MON 


BOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This warranty gives you specific legal rights, and you may also have other rights which vary from state to state 


